The purpose of this panel is to explore the potential for emerging technology to engender social change. Technology is transformative, and has already seen innovative application in business and industry, and of course in relation to society and social networking. We will discuss the current state of 'emerging technology', and several perspectives of considerations with emerging technologies and society. We will describe some current applications of emerging technology in a range of fields, in order to identify the potential for emerging technology to support social change. Our goal is to open discussions about opportunities for emerging technology, and practical applications or approaches to how these opportunities can be exploited.
INTRODUCTION
The term 'emerging technology' is used in a range of fields to indicate a new tool or technique within an environment. For the purposes of this panel, emerging technology is defined as a technology that has transformational potential for business, industry or society, regardless of the age of the technology itself;
is not yet widespread; and may be emerging in one context, yet established in another (transplanted). Emerging technology is associated with a degree of ambiguity, generated by its emergent nature and the fact that it is not yet established [10] . This problem has been experienced with the traditional diffusion of older technologies, however, we are not seeing a reduction in the radical potential of capabilities and implications. Interest in the application of gamification methods, particularly within mobile applications and devices, in relation to emerging technologies is growing [3, 7] . Shortcomings have been identified, particularly in relation to motivation, habit creation and the application of design approaches when interacting with these new technology artefacts [1] . We have new technology, however the innovative application and potential for this technology has not been fully explored.
We tend to think of emerging technologies as following a standard developmental or diffusion pattern. However, every technology has its own "s" or developmental and diffusion life cycle in different industries, countries, and societal groups. We see this in research on early versus late adopters [9] , aging and older adults [2] , and in studies of aboriginal or Native American communities where social structures and power relationships can be disrupted by new technologies [11] . As we see increasingly heterogeneous social groups and sub-cultures in local and global society with different needs and goals, we may need to think not only about the potential of new technologies, but also how established technologies in one setting, may challenge social structures in another. At the same time, there is a presumption that with social media, audiences are becoming more homogeneous, when in fact, globalization and socio-economic, educational, generational, and other factors increase the likelihood of heterogeneous audiences for both emerging and transplanted technologies.
These new devices and new methods of interaction may provide an opportunity to improve societies and the lives of the communities within these societies, however, there are risks along with potential rewards. The questions to be answered are, "What can we achieve, and how can we achieve it?"
The aim of this panel is to explore innovative practices and approaches for the design and application of emerging technologies, and their potential for supporting social change. We will discuss examples of work currently underway in this area, and seek to generate discussions regarding the potential for emerging technology application, and ideas for future directions.
OVERVIEW OF PRESENTATIONS
Leigh Ellen Potter will discuss user experience when interacting with emerging technology. These technologies often enable new interaction mechanisms through the use of innovative device capabilities [8] . Established interaction mechanisms may not work effectively with these emerging technologies, affecting the user Permission to make digital or hard copies of part or all of this work for personal or classroom use is granted without fee provided that copies are not made or distributed for profit or commercial advantage and that copies bear this notice and the full citation on the first page. Copyrights for third-party components of this work must be honored. For all other uses, contact the Owner/Author. Copyright is held by the owner/author(s). experience. Consideration of the user experience when designing emerging technology to support social change is vital. She will describe work currently underway in the Idea Lab, such as Seek and Sign [6] .
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Lewis Carter will discuss a project exploring design conventions for the emerging head mounted virtual reality devices, such as the Oculus Rift and the HTC Vive. Virtual reality comes with its own strengths and weaknesses, and these must be taken into account when designing applications to produce the best possible experience for players. Lewis will discuss research exploring the application of design techniques that maximize the new capabilities offered by emerging technologies. Jake Araullo will discuss the application of wearable technology for motivating senior citizens to be more active. Opportunities are present for emerging technologies to promote and engage seniors in physical activity. There is a potential for wearables to support social change in this area, in terms of boosting quality-of-life, core health, self-efficacy and autonomy in this growing segment of the population. Jake will discuss research in this area, including the potential and limitations of emerging technology when working with seniors.
Michelle Kaarst-Brown will share a cultural analysis technique used as part of an "anticipatory design" approach engaged in before beginning development of a digital heritage preservation system for the Choctaw Nation of Oklahoma. She applied the theory of archetypal "IT Cultures" [4, 5] to engage a sample of culturally respected tribal elders. Unlike traditional requirements analysis, the goal was to better understand cultural concerns and anticipatory design considerations in advance of any developmental efforts for this "'new' technology opportunity for the Choctaw." A key finding was the importance of "situated symbolism" to distance from the technological features to engage in design considerations that could affect social change.
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Leigh Ellen Potter is a lecturer in the School of Information and Communication Technology, Griffith University in Australia, and the Director of the Idea lab -Innovative Design and Emerging Application. Her industry background in business analysis and user experience informed her PhD research, exploring the attributes of IT professionals, and what draws them to the industry. Her research interests include user centred design and usability, and emerging technology. She is team lead for several research projects through the Idea lab.
Lewis Carter is a PhD Student at Griffith University in Australia.
He has a degree in Software Engineering with Honours, and has a strong interest in game design. His research looks at consumer virtual reality and how current game design principles need to adapt to better suit the technology. He has completed a research project identifying preliminary design heuristics for this type of VR technology. Lewis works with the Idea lab, and is currently project lead for the development of a gaming application for consumer virtual reality technologies. Jake Araullo is a PhD Candidate at the Griffith University Idea Lab. He has a degree in Software Engineering with Honours. Jake's research area is around promoting physical activity in seniors using emerging technologies. In the past, Jake has worked in startup environments and in research, and has studied best usability practices with emerging technologies such as Leap Motion and Oculus Rift. Emerging technology provides novel interaction opportunities and Jake's research attempts to harness this, with the aim of creating macro-level positive change in physical activity for older populations.
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